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You are Amsel of Fandora. 

Scientist. 

Researcher. 

And somewhat of a visionary. 

Until now, you have led your life as a her- 
mit. But a lot has happened, and your life 
has changed. You can no longer afford to 
seek the peace and solitude you once 
enjoyed. For there is much to be done. 

But, you are not alone. You have your 
friend Hawkwind. He knows the terrain of 
Simbala, for he is the leader of that great 
country. And, in light of what has has just 
happened, you'll need his help and guidance. 

The Last Dragon has been kidnapped. The 
message came to you through the mystical 
Dragonpear|. It can tell of the past and pre- 
dict the future. And though the image in the 
Dragonpear! is clouded with mystery, the 
message it conveys is clear: The Last 
Dragon is being held captive deep in the 
Southland of Simbala. Only you and Hawk- 
wind can save him. The bond of friendship 

shared by the three of you permits you to 
do nothing less. It won't be easy. But then 
again, you and Hawkwind would struggle to 
the death to save the Last Dragon. 
Dragonworld is the first fantasy adven- 
ture game written by the authors of a best- 
selling fantasy novel. You'll be able to travel 
through three vast and varied geographical 





regions. And all along the way, you'll encoun- 
ter fascinating mysteries and dangerous 
challenges. mt 

The high resolution graphics and exciting 
sound effects will make you believe that 
Dragonworld is more reality than fantasy. 

You'll explore over one hundred and fifty 
rooms filled with exciting and unexpected 
surprises. Plus you'll have full documentation 
with maps and hints to help you reach your 
destination unharmed. 
BYRON PREISS, author, is considered to be 
a major figure in the renaissance of illus- 
trated fiction in America. His company, 
Byron Preiss Visual Publications, Inc., has 
produced over a dozen innovative books of 
illustrated fantasy and science fiction, includ- 
ing The Sentinel by Arthur C. Clarke. 

MICHAEL REAVES, author, has been a 
freelance writer for over ten years. He has 
written six novels, including The Shattered 
World and Hellstar, and has had over 
sixty teleplays produced. One of his stories 
was nominated for the 1979 British Fan- 
tasy Awards. 

The adventure game DRAGONWORLD 
was developed and produced by Byron 
Preiss Video Productions, Inc., leading 
designers of entertainment and educational 
software. Their technical director is Lee 
Jacknow. 
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DRAGONWORLD 


This chronicles my quest to save the Last Dragon. The journey was dangerous and long, 
yet | met many good people, and the memories will linger. I love Simbala as if it were 
my home. Yet evil persists there_I fear that someday I will have to leave Fandora and 
journey there once again. Perhaps these notes will be of value then. 
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Notes on the Journey to Simbala 






LOADING INSTRUCTIONS 
M PC®. 
Insert DOS 2,0 or 2.1 into Drive A and tum on computer and monitor. 
When the A> appears, remove DOS and replace with Dragonworld disk A 
Type Autoexec and press Return. The game will load. Type G to begin game, D 
for a demonstration 
Apple® 
1, Insert Dragonworld disk side A into Drive 1 and turn on computer and monitor. The 
game will load. Type G to begin game, D for a demonstration 
‘ommodore 64™. 
1. Tum on disk drive, monitor/TV, and computer (Commodore 128 users hold down 
the commodore key while turning on the computer). 
2. Insert Dragonworld side A into disk drive. 
Type LOAD" DISK", 8 and press Return. When the READY prompt appears, 
type RUN. The game will load. Type G to begin game, D for a demonstration. 






DRAGONWAORLD | 


IN THE NOVEL BY 


wpe 





















Learning New Features: Before anything else, enter NEWDATA. This allows you to 
see descriptions of any features which were changed after these notes were written. 

Selecting the Means of Following the Quest: Choose whether to have pictures. If no 
selection is made, pictures will be provided automatically. Enter PICTURESOFF 
for text only, or PICTURESON for pictures with text. This feature may be changed 
at anytime during the quest. 

Before you Begin the Quest: Consult "The Language of Simbala.” Also, four special 

commands are important as you embark on your journey. See below. 

















CREATE 

1. Enter CREATE and press Return. Follow screen instructions. BEWARE: The 
program will erase any contents of a disk being formatted as a Save Disk. 

2. When the disk drive light goes off, the Save Disk should be removed, and the game 
disk re-inserted. = 

SAVE 

Use this command to save points in the quest to which there may be a need to return 

1. Enter SAVE and press Return. Follow instructions on the screen. 

2. Select the number of the next available position, or rename a position that was 

used earlier. Name the present point in the quest (up to ten characters). Then 

remove the Save Disk, re-insert the game disk and resume the quest. 
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CREATE 
1. Enter CREATE and press Return. Follow screen instructions. BEWARE: The 
Program will erase any contents of a disk being formatted as a Save Disk. 
2. When the disk drive light goes off, the Save Disk should be removed, and the game 
disk re-inserted. } 
SAVE { 
Use this command to save points in the quest to which there may be a need to return. ' 
1. Enter SAVE and press Return. Follow instructions on the screen. 
2. Select the number of the next available position, or rename a position that was 
used earlier. Name the present point in the quest (up to ten characters). Then 
remove the Save Disk, re-insert the game disk and resume the quest. 
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Notes on the Journey to Simbala 





LOADING INSTRUCTIONS 
IBM PC®: 





1. Insert DOS 2.0 or 2.1 into Drive A and turn on computer and monitor. A 
2. When the A> appears, remove DOS and replace with Dragonworld disk A. 


i D 
3. Type Autoexec and press Return. The game will load. Type G to begin game, 
for a demonstration. 









1. Insert Dragonworld disk side A into Drive 1 and turn on computer and monitor. The 
game will load. Type G to begin game, D for a demonstration. 

Commodore 64™: 

Turn on disk drive, monitor/TV, and computer (Commodore 128 users hold down 

the commodore key while turning on the computer). 

2. Insert Dragonworld side A into disk drive. 

3. Type LOAD" DISK", 8 and press Return. When the READY prompt appears, 
type RUN. The game will load. Type G to begin game, D fora demonstration. 
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Learning New Features: Before anything else, enter NEWDATA. This allows yu to 
see descriptions of any features which were changed after these notes were written. 
Selecting the Means of Following the Quest: Choose whether to have pictures. If no 
selection is made, pictures will be provided automatically, Enter PICT’ URESOFF 
for text only, or PICTURESON for pictures with text. This feature may be changed 
at anytime during the quest. ‘ 
Before you Begin the Quest: Consult "The Language of Simbala." Also, four special 
commands are important as you embark on your journey. See below. 






CREATE 


1. Enter CREATE and press Return. Follow screen instructions. BEWARE: The 
program will erase any contents of a disk being formatted as a Save Disk. 


2. When the disk drive light goes off, the Save Disk should be removed, and the game 
disk re-inserted. 


at SAVE 

; Use this command to save points in the quest to which there may be a need to return. 

1. Enter SAVE and press Return. Follow instructions on the screen. 

2. Select the number of the next available position, or rename a position that was 
used earlier. Name the present point in the quest (up to ten characters). Then 

remove the Save Disk, re-insert the game disk and resume the quest. 


































RESTORE 
Se this 
First, eo 'O return to a point in the quest previously saved. 
UL, an unfinished quest is to be resumed: creen- 
2 Select = Program as usual and enter RESTORE. Follow instructions on ae, 
quest dest point from the list. The program will move to that point, an 
Second puny. be resumed from there. 
+ In the event of a fatal accident: 
oie vice ask: DO YOU WANT TO PLAY AGAIN? ¥ or N? 
3. Enter REST ae automatically restart the game. 
RESTART and follow the same directions as above. 


Enter REST. 
al ‘ART at any time to return to the beginning of the game. 
The Language of Simbala 


aoe Language: Speech should consist of succint, precise commands. A 
wheth D, SEARCH, TAKE) should always start the command; anda ae Kl 
follon e PE*S0%, Place, or a thing (HAWKWIND, BAZAAR, SWORD), shoo 
sane the verb. The word THE may be used before a noun (TAKE THE 

ORD). Multiple nouns associated with the same verb should be separated from 
€ach other by a comma or and, such as: 


TAKE THE AXE AND THE SWORD. 


TAKE THE AXE, THE SWORD, AND THE BOX. 
Wi ARE AXE, SWORD, BOX 
a Not necessary to end a command with a period. Several separate actions may be 


cluded in one command, but actions must be separated by the word THEN. For 
example: 


TAKE THE BOOK THEN READ THE BOOK 

TAKE THE BOOK THEN OPEN THE BOOK THEN READ THE BOOK 

OPEN THE BOX AND THE POUCH THEN CLOSE THE DOOR 
TAKE ALL will result in all articles being taken. Instructions should be specific 
and logical. HIT THE NAIL may elicit the response WITH WHAT? Complete the 
command: HIT THE NAIL WITH THE HAMMER. Be aware that instructions for 
complicated tasks should be entered in a logical order. For instance, you cannot set 

Sail in a boat without the command UNTIE ROPE. Likewise, if you enter UNTIE 

BOAT before ENTER BOAT, the boat will drift away, leaving you on the shore. 

Also, if it is necessary to BOARD THE RAFT, be sure to GET OFF RAFT before 

trying to explore new surroundings. Commands should not be over two typed lines 

in length. If longer commands are needed, separate commands into logical sequence 
and press Return between them. 

Errant Speech: Commands that make no sense in Simbala (if they appear impossible, 
employ objects not at hand, or if terms not from the vocabulary list) will elicit a 
response advising you to think again. If this happens, try a different phrase. 

Conversing with Friends and Strangers: To speak to another person or creature in 
DRAGONWORLD, simply enter TALK TO<name> or ASK<name>, as in: 

TALK TO ALYN ASK ALYN. 









Money Lender 
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You need money, 





_ Wisely. Enter D) 
“ Safer place, 
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cappeyeaT 


Collect Fix 
Comfon. 
Console Flame 
Construct —- Flee 
Consult Fly 
Continue Fold 
Cook Follow 
Count Free 
Crawl Gather 
Cut Get 
Decipher Give 
Descend Go 
Destroy Greet 
Dig Guard 
Disembark Hack 
Dismount Hang 
Dive Help 
Don Hit 
Drag Hoist 
Drink Hold 
Drop Hook 
Eat Hug 
Embrace Hurt 
Empty Hurlle 
Enter Ignite 


With the list of pos, 









Laugh 
Launch 
Leap 
Leave 
Lift 
Light 
Like 
Loan 
Look(L) 
Love 
Lower 
Make 
Mount 


NE re = Let en em ta = an tee hn en 


them by entering the remark as an 
4 'y other command 
. Quotation marks are not needed. A new acquaintance 
Might ask "What do you want to know?" 
ABOUT. Name the topic of choice. If Hawkwind’s 
or TALK TO HAWKWIND. 
Sessions, a tally will appear of money left to 
erie uy ae for money hidden by thieves, or speak 





Repay — Swing 
Rescue Take 
Retum = Talk 
Reverse Taste 
Ride Tell 
Ring Thank 
Rope Throw 
Row Threaten 
Rub Tie 
Sail Topple 
Say Toss 
Scramble Touch 
See Try 
Send Tum 
Set Unfasten 
Shatter Unfold 
Shout Unfurl 
Show Unhook 
Signal Unlock 
Sing Unmoor 
Sit Untie 
Slide Use 
Smash Wait 
Sneeze Wake 
Sound Walk 


Soothe Want 








Examine,Ex Inspect 
Calm Exit Inventory ,Inv 
Carry Explore Invoke 
Catch Extinguish Join 
Chase 
Choose 
Chop 
Claw 
Climb 
Close 


NOUNS Bush(es) 
Alchemist Cage 


Alembic Cape 
Castle Door 


Cauldron Doorway 
Cenotaph Dragon 
Chain Dragonbane 
Armorer Chamber Dragonmount 
Arrows Chest Dragonpear],DP 
Art Chute Dragonsblood 
Artist City Dragonscale 
Artwork Cloak(s) Dragonsea 
Ashes Coldrake Dragonstones 


Assassin(s,'s) Conch 
Axe Cover 
Back Cowl(s) 
Bar(s) Crack 
Bartender Craft 
Beach Crypt 
Bear Crystal 
Beggar Cupola 
Bell(s) Cure 
Belongings Cushion 
Bench Dagger 
Blackstar Danger 
Board Dazikar 


Drinks 
Duke 
Elixir 
Encyclopedia 
Ephrion 
Fingers 
Fire 
Fireplace 
Flame 
Floor 
Flute 
Food 
Forest 


Boat Dealer Fork,Tuning 
Book(s) Depths Furnace 


Boulder 
Box(es) 
Branch 
Brazier 
Break 
Breaths 
Bribe 
Bricks 
Brush 


Mirror(s) 
Moat 
Monarch 
Money 
Moneylender 
Monkey 
Monster 
Mooncrystal 
Mester 
Music 
Name 
Noises 
Oar(s) 
Ocean 
Ointment 
Opening 
Paddle 
Magnifier Painting 
Man(Men) Palace 


Passage 
Pate 
Patten 
Payment 
People 
Philosopher(s) 
Physician 
Picture 
Piece(s) 
Pit 
Place 
Plank 
Plaque 
Platform 
Pod{(s) 
Poison 
Pony — 
Possessions 
Pot 
Potion 
Pouch 
Prince 
Quartz 
Raft 
Rayan 
Ring 
Rock 
Room 
Rope(s) 
Rowboat 
Saddle 
Sail(s) 
Salad 
Salve 
Scale 
Sea 
Seat 


Sentry(ies) 
Sergeant 
Shaft 
Shell 
Ship 
Shore 
Skeleton 
Skiff 
Skylight 
Smoke 
Song 
Soothsayer 
Sound 
Soup 
Spikes 
Splint 
Stable 
Staircase 
Stairs 
Stairway 
Stairwell 
Starsword 
Statue 
Steed 
Stone(s) 
Stool 
Stuff 
Stump 
Supplies 
Swim 
Sword 
Table 
Tablet 
Tailor 
Talma(s) 


Tanna Window Silken 
Tasran Windriders Skeleton 
Thalos Windship Sleeping 
Thief Wine Sloping 
Thieves Wineskin Small 
Things Wolf('s) Smashed 


Throne Woman(Women) S&D(abbreviation 


Time Wood for Song & Dance) 
Titanium Xylophone Steep : 
Tooth 


Topaz 
Torch MISC. 


Tormalion Again 


Tuning Fork Black 
Turret But 
Underbrush Dead 
Vados Embossed 
Vault Empty 
Vials Flat 
Vines For 
Visor Gold(en) 
Volcano Inside 
Volume Large 
Wagon Little 
Waiter Locked 
Wall Long 
Warrior Magnifying 
Water Marble 
Waterfall No 
Wealdsman Off 


Tanglewood Weeds Seated ~ 


Tanium 


Wheel 


Notes to Aid the Quest 


Islet PAUY 

Windship wa 

Swamp 

Thief JRMURPY 

Kuln YRPJD 

Atrium DA4T4CBE 
YRRYD 


City 
Dark Cell 4ACY 


Alchemist 
Tailor 
Tavem 
Physician 
Armory 
Cenotaph URPT 
Drawbridge ANN JR4NO 
Meeting Hall YRRYD 
Lead Cell 
StrongRoom CKRPF 
Hedge Maze AKRCE 
Mosaic X3AP 
Treasury CKRPF 
Bottom of Lake P33EO 


2JR4NO 
XGF 4CB3 


LAF LDFOCJCAB 
XNRRE O4RPE 


PCBI MRRBJPFOYAN UGPBAJ3 


LDCNRORLD3PO OYRB3 


Rayan Clearing 
Waterfall 
Walls 

Lava 

Wheel 


Island UNGY3 Cupola 
OYAPO4RPE 
OAF "EAPTB300 U3APO YD3 UNAM3" 
XP3AT ERRP YDPR4 3BJFINRL3ECA 
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This software product is copyrighted and all rights are reserved by Telarium Corp. The 
distribution and sale of this product are intended for the use of the original purchaser 
only and for use only on the computer system specified. Lawful users of this program are 
hereby licensed only to read the program from its medium into memory of a computer for 
the purpose of executing this program. Copying, duplicating, selling or otherwise 
distributing this product is expressly forbidden. 
DRAGONWORLD computer program is a trademark of TELARIUM CORP. 


©1984 Telarium Corp., One Kendall Square, Cambridge, MA 02139 
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